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texts. One of them is short story text. However, sometimes,
learning to write short stories becomes boring. This happens if the
teacher does not provide innovation and the right strategy in the
learning process so that it runs effectively in accordance with the
learning objectives. The development of science and technology
requires teachers to be able to develop skills in making learning
media. This research uses the Research and Development method
and the model used is ADDIE. This research method is used to
produce certain products and test the effectiveness of these
products. Based on the assessment of design experts, a score of

85,3% was obtained, an assessment by media experts obtained a
percentage score of 93%, and a material expert assessment with a
percentage score of 91,4%. Based on the results of validation
conducted by design experts and media experts, the results
obtained are included in the "Very Feasible" category. Then from
the results of the student response questionnaire obtained a score
of 98%. The results of the small group trial were 93%, the results
of the large group trial were 98%, and the students' response was
98%, so it can be concluded that the feasibility of Digital
Scrapbook learning media on the material of writing short story
text is included in the "Very Feasible" category. With student
learning outcomes of 88.91%, it means that the development of
Digital Scrapbook learning media on the material of writing short
story text for students of class XI MP 1 SMK Negeri 1 Probolinggo
is "Very Effective" to be used in Indonesian language learning.

M) Check for updates https://doi.org/10.46627/sipose

INTRODUCTION

Education is a conscious effort made by humans continuously to increase knowledge. in addition,
education aims to educate the lives of the nation's children and develop human potential so that
they are able to become a generation that excels in intelligence, emotional, and spiritual.
Therefore, a quality education also requires good learning media.

Learning media is one of the important components contained in the learning process. The
use of learning media should be a part that gets the attention of teachers in learning activities.
However, there are also learning media that are considered less varied, causing boredom in
students. Therefore, the use of technology is also needed to develop learning media that is varied
and interesting for students.

Media is everything that is used in sending messages and can stimulate thoughts, feelings,
attention, and willingness of learning so as to encourage a deliberate, purposeful and controlled
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learning process. According to Fathurrohman & Sutikno (2017), media can be defined as
something that carries information and knowledge in the ongoing interaction between educators
and students. Meanwhile, according to Sanjaya (2016) learning media is also a tool and material
that can be used to assist in the delivery of learning materials.

Based on some expert opinions above, it can be concluded that learning media is a tool as a
delivery of messages or information, stimulates the mind, and encourages the willingness of
students to learn. In addition, learning media can create a pleasant learning process. Learning
media can provide stimulation for students to carry out the learning process.

Learning media can provide stimulation for students to carry out the learning process.
Learning media according to (F. Erma, 2012) can fulfill three main functions, namely: (1) motivate
interest or action, (2) present information, and (3) provide instruction. (Panjaitan & Haris, 2022)
suggests that the functions of learning media include: a) helping to facilitate learning for students
and also facilitate teaching for teachers; b) provide a more real experience (abstract becomes
concrete); c) attract the attention of students or in other words learning is not boring, all the senses
of students can be activated; and d) can evoke the world of theory with its reality.

Based on the explanation above, it can be concluded that the function of learning media is to
help teachers instill correct, concrete, and real basic concepts that are easily understood by
students. The next function is to increase the enthusiasm of students in learning so that students
are not bored when learning is carried out. The ultimate goal is that learning becomes very fun,
more active, and the enthusiasm of students increases when participating in learning.

The use of learning media should be a part that gets the attention of teachers in learning
activities. One of them can be by utilizing technology is also needed to compile learning media
that is varied and interesting for students. The use of technology can encourage students to be
more active and contribute to the learning process (Faisal et al., 2020).

The development of science and technology requires teachers to be able to develop skills in
making learning media. Good learning media are those whose use aims to motivate students.
Good media will also activate students to provide feedback and encourage students to practice
(Utami, 2017). This can also be applied in Indonesian language learning at SMK.

Indonesian language learning contains four basic skills that must be mastered. These skills
include: listening, reading, writing, and speaking, explain that writing is an activity of delivering
messages (communication) using written language as a tool or medium (Triambodo, 2016).

Tarigan (2008) argues that writing skills are one of the productive and expressive language
skills used to communicate indirectly and not face-to-face with other parties. Meanwhile,
according to (Eni, 1967), the definition of writing skills is as an activity to convey messages
(communication) using written language as a tool or medium. According to (Sugiarti & Muddin,
2017), writing activities have different characteristics. The active, productive, and written nature
of writing makes it unique in terms of language, media, and the many languages used.

Based on some of the expert opinions above regarding writing skills, it can be concluded that
writing skills are one of the productive language skills. Writing skills are the activity of arranging
letters, words, or phrases into a sentence or into a whole paragraph. Writing skills in Indonesian
language learning include many texts, one of which is short story text.

Short story texts are found in Indonesian language learning, especially in class XI SMK. Short
stories are a form of imagination from a fictional person. Short stories can be interpreted as short
stories which can be stories or narratives (not argumentative analysis) that are not real and do
not really happen but can happen anytime and anywhere) and are very short (Jayanti & Rosita,
2019)

These events, characters, and conflicts are the main elements of a narrative and the three
together form a unity called plot (Waningyun et al., 2018). A short story generally consists of 1,600
to 10,000 words. Because of this limitation, short stories will focus more on one plot, the main
character and some additional characters if needed, and a concise and effective problem solving
(Andriyani, 2021).
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Based on some expert opinions above, it can be concluded that a short story text is a text that
contains a short story. Short stories consist of no more than 10,000 words in each story and can
be read in one sitting. Short here means that it can still maintain the content and integrity of the
story.

But sometimes learning to write short stories becomes boring. This happens if the teacher
does not provide innovation and the right strategy in the learning process so that it runs
effectively in accordance with the learning objectives (Rahayu & Yuli Kurniawan, 2022). Teachers
must be more active and motivated to contribute to digital era learning. Digital era learning can
be done by developing learning media as an alternative to technological development entering
the Industrial Era 4.0 towards 5.0.

The alternative chosen by the author is to develop a Digital Scrapbook. Scrapbook comes
from the word scrap which means used goods and book which means book. The scrapbook
referred to here is not a used book but the scrapbook referred to here is an art activity of sticking
photos on paper media and decorating them into creative works (Sejarah et al., 2020). This Digital
Scrapbook Media can provide convenience for students and teachers in learning Indonesian,
especially short story text writing material. This is because the existence of interesting short story
references will make students understand the material of writing short stories and read the results
(Hijjah & Bahri, 2022).

From some explanations about Digital Scrapbook above, it can be concluded that Digital
Scrapbook is a digital media to facilitate learning for students. Scrapbooks can be in the form of
interesting images or photos that can be obtained from collections or the internet. In addition to
images or photos, Digital Scrapbooks can also be added with videos.

The Digital Scrapbook developed is Canva-based. The main reason is because Canva makes
it easier to organize Digital Scrapbooks in this learning media development. Canva is a web-
based graphic processing application. Canva has its headquarters in Perth, Australia. The
company was founded by Melanie Perkins, Cliff Obrecht, and Cameron Adams and launched for
the first time on January 1, 2013. Canva has a desktop web version as well as iOS and Android-
based mobile app versions (Lutfiyah, 2019).

The development of this Digital Scrapbook also refers to several previous studies. The
following are some of the studies used as references by the author in developing this learning
media. Research conducted by (Umam & Laily, 2022) with the title "Development of Scrapbook
Learning Media for Simple Sentence Writing Material for Grade I Elementary School". In this
study, it was concluded that the development of Scrapbook learning media for writing simple
sentences for grade I elementary schools can be used in the learning process, because it meets the
validity indicators. The average validation results from media expert validators amounted to 89%
with very valid criteria. While the average validation results from material expert validators
amounted to 95% with very valid criteria (Umam & Laily, 2022).

The next relevant research is Shofia Lana Fauziah's development research entitled
"Development of Scrapbook Learning Media to Increase Learning Motivation on Vertebrate
Material in Class X MA NU Hasyim Asy'ari 3 Kudus". The increase in student motivation can be
seen from the results of the analysis of the learning motivation questionnaire which has increased
by 23%. Initial learning motivation obtained a score of 56% with a moderate / moderately
motivated category, while the final learning motivation obtained a score of 79% with a high /
motivated category (Fauziyah et al., 2020a).

Next is Raisya Asti's research with the title "Development of Scrapbook Learning Media on
the Competency of Making Ribbon Embroidery for Fashion Students of Class XI of Your Putra
Private Vocational School in Binjai". She concluded that the acquisition for the media obtained an
assessment score of 83.3% in the "Good (Appropriate)" category with aspects of Scrapbook
appearance 85% "good" category. Aspects of Scrapbook characteristics as learning media 80%
"good" category, and aspects of media functions and benefits 84% good category" (Raisya, 2021).
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In the research of Shofia Lana Fauziah, et al entitled "Development of Scrapbook Learning
Media to Increase Learning Motivation on Vertebrate Material in Class X" concluded that the
increase in student learning motivation can be seen from the results of the analysis of the learning
motivation questionnaire which has increased by 23%. Initial learning motivation obtained a
score of 56% with a moderate / sufficiently motivated category. While the final learning
motivation obtained a score of 79% with a high/motivated category.(Fauziyah et al., 2020b).

The next relevant research entitled "Development of Scrapbook Learning Media in Procedure
Text Writing Material for Class XI Students of SMK Negeri 1 Kersana" by Tutut Rahayu states
that students really need creative and innovative learning media that can be used in the learning
process. This learning media is needed to help students understand the material, especially the
material of writing procedure texts. Creative media is needed for learning activities (Rahayu &
Yuli Kurniawan, 2022).

The research entitled "Development of Digital Scrapbook Media Problem- Based Learning
Model on Social Studies" by Sugiyono and Arini, analysed and concluded that in the
development of Digital Scrapbook media is feasible to use as a learning medium for social studies
content. Through t-test and N-Gain test, Digital Scrapbook media with Problem Based Learning
model is effectively used in social studies learning. This learning media has an effect on learning
outcomes that are increasing (Yono & Estiastuti, 2022).

The next similar research belongs to Ulvaturrahamania entitled "Development of Scrapbook
Media on Virus Material as a Learning Supplement for Class X SMA / MA", Scrapbook media on
virus material as a learning supplement for class X SMA / MA students. The research that has
been developed has validity with a valid category. The conclusion given is that the Scrapbook
media that has been developed has practicality with a very practical category for teachers and
students (Ulvaturrahmania & Yogica, 2022).

Next is a study entitled "Development of Scrapbook Media on Learning Theme 7 Sub Theme
1 Learning 1 Students Grade 4 SD Negeri Sluke Rembang Regency" owned by Asiyatul Khosiyah.
The researcher concluded that the Scrapbook media development process on the theme 7
beautiful diversity in my country sub-theme 1 ethnic and religious diversity in my country
learning 1 class IV SDN Sluke was successful by getting high scores from experts and users. The
conclusion obtained is that Scrapbook media can be used as media for grade IV students of SDN
Sluke(Khosiah & Mizan, 2021).

From some of these relevant studies, researchers consider that it is necessary to develop
Digital Scrapbook learning media. The author assumes that it is necessary to develop learning
media in the form of Digital Scrapbook as a complement to Teaching and Learning
Implementation (PBM) on the grounds that learning is more interesting and varied in the material
of writing Short Story Text for grade XI SMK. This is in accordance with the purpose of
developing this Digital Scrapbook learning media, namely to provide interest in grade XI SMK
students, especially in learning material for writing short story texts and applying technology to
create effective and efficient learning media.

RESEARCH METHOD
This research uses the Research and Development method and the ADDIE model. The selection
of the ADDIE model because this model pays attention to the basic stages of media development
design that are simple and easy to understand. This model was chosen because the ADDIE model
is often used to describe a systematic approach to instructional development. One learning design
approach is the ADDIE principle (Syahputra, 2020). The ADDIE model is used to describe a
systematic approach to learning media development (Eni, 1967).

The test subjects for the small group trial consisted of 10 students. Meanwhile, the large
group trial consisted of 33 students. The types of data taken in this development research were
obtained from: 1) expert test, 2) observation, and 3) student learning outcomes. This research
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instrument is a validation sheet from design experts, media experts, material experts, and
observation sheets and student learning outcomes sheets.
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Figure 1. Stages of the ADDIE Model ( Anglanda, 2007)

Qualitative data analysis obtained in the form of notes, suggestions or comments on the
assessment results of the questionnaire sheet based on the responses of the trial subjects /
students. This data was also obtained from questionnaires filled out by peers. While quantitative
data was obtained at the validation stage of design experts, media experts, content experts as well
as later usage trials and product trials.

RESULTS AND DISCUSSION

This development produces a product, namely Digital Scrapbook of short story text writing
material. The developer chose a location at SMK Negeri 1 Probolinggo, especially in class XI
majoring in Office Management (MP) 1. There are five stages in this development procedure,
which include: 1) Analysis; 2) Design; 3) Develop; 4) Implementation; and 5) Evaluation.

Analysis

The analysis stage consists of analysing the characteristics of learners, curriculum analysis, and
needs analysis. In the analysis of the characteristics of learners who are the basis for the
development of this learning media. Students in SMK, especially class XI, are generally 16-17
years old. At this stage students are able to think logically, rationally, and have begun to think
abstractly.

The curriculum analysis aims to formulate the Learning Outcomes obtained from the
Learning Objectives and the Flow of Learning Objectives for Writing Short Story Texts in phase
F applicable at SMK Negeri 1 Probolinggo. Learning Outcomes, Learning Objectives, and Flow
of Learning Objectives can be seen in the following table.

Table 1. Indonesian Language Outcomes Grade XI

Subject : Indonesian Language Phase F Outcomes:
Phase :F By the end of phase F, learners have the
Author : Kinasih. D, S.Pd. language skills to communicate and

reason according to purpose, social,
academic and workplace contexts.
reason according to purpose, social,
academic and workplace contexts.
Learners are able to

comprehend, process, interpret and
evaluate different types of texts on
diverse topics.

diverse topics. Learners are able to
create ideas and opinions for various
purposes.
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Learners are able to actively participate
in language activities that involve many
people.
people. Learners are able to write
various texts to reflect and self-actualise.
to always work by prioritising the use of
Indonesian language in various media
to advance the nation's civilisation.

to advance the nation's civilisation.

Table 2. Learning Outcome Elements

Listening Reading and Speaking and Writing
Viewing Presenting
Learners able to Learners able to Learners able to Learners able to
evaluate various  evaluate ideas and present write
ideas and views ideas and views ideas, thoughts, and ideas, thoughts,
based on the rules based on the rules of  creativity insights,
of logic of thinking from in language in the metacognition
logic of thinking  reading form of knowledge for
from various text types monologue, various purposes
listening to (nonfiction and dialogue, and talk logically,
various types of fiction) in print and show logically, critical, and
texts (nonfiction electronic media. systematically, creative. learners
and fiction) students are able to critically, and able to write
in the form of appreciate fictionand creative; able to various types of
monologue, nonfiction. accuracy present literature literary =~ works.
dialogue, and and quality creatively and learners
speech, data and comparing interestingly. able to write self-
create and the content text. students are able to reflection text, self
appreciate ideas, create texts in reflection text.
and opinions to accordance with the Learners able to
in response to a norms of politeness write research
text and result, text
listening. indonesian culture. functional world
learners of work, and

able to present and

defend research
results,

as well as conclude
input from

discussion partners.

development of
further studies.
learners able to
modify/deconstct
a literary work for
the purpose of
creative economy.
learners

able to publish
writing

the results of their
work in print and
digital media.

or digital media.

In terms of needs analysis, it is known that the learning that is carried out, namely the lecture method,
makes students less active. Students of SMK Negeri 1 Probolinggo, especially MP 1 majors need a boost of
enthusiasm in learning. For this reason, teaching materials are needed that have an approach that
encourages active students and is able to foster the enthusiasm of students learning independently and

with the teacher.
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Table 3. Flow of Learning Objectives for Writing Short Story Texts

Learning Objective Flow Element References / Notes / Adaptation
Inspiration
Writing a short story with a specific Writing writing short stories based on

theme (local wisdom)
Or Based On The Inspiration Of A
Short Film Watched (Short Story Text)

historical conditions the past of the
city/ district he lives in

/based on a short film/documentary
watch

Design

At this design stage, product design is carried out. Starting from the formulation of learning
objectives, the preparation of materials to be presented in teaching materials, as well as the criteria
for assessing teaching materials. The first step taken in the preparation of the framework is to
determine the flow of developing Digital Scrapbook media on the material of writing short story

texts in class XI.

The next step is to determine the systematic development of Digital Scrapbook. Things that
are generally considered in this learning media include media design, material design and
determining the content in the media presentation. Then proceed to collect the components that
will be used in the development of Digital Scrapbook learning media.

Scrapbook. Diharapkan,
melalui Scrapbook ini,
pemahaman kalisn mengenal
teks cerpen semakin
meningkat

Jika terdapat kekurangan

dapat memberi saran
perbaikan pada penulis.

Figure 6. Learning Board

Belajar tentang teks cerpen
kali ini akan tersaji dengan

pada Scrapbook ini, kalian

T
-

« Kupas Teori ‘\

9 H « Membaca dan Memirsa b—
o

5
2. - Menyimak
e - Heny \
. 2. D9+ Berbicara, Berdiskusi
- el 3on Mempresentasikan j

Dufiuriﬁ

PO P —

“cerpen”? i

T oy
Cerpen

dek. Cerpen iliki
dalam maupun dari luar.

5 il s

nilai y

inya.
Untuk lebih paham, yuk pelajari lebih dalam tentang
cerpen...

ok

Figure 5. Learning Goals Page

Membaca cerita pendek
dengan latar belakang
soslal masyarakat

Bacalah kutipan teks cerpen
berikut!

Figure 7. Content Page
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Pada sesi ini, Kalian diminta untuk
merancang dan menulis cerita
pendek berdasar pengalaman
sehari-hari. Pengalaman tersebut
boleh yang Kalian alami sendiri
atau pengalaman orang lain yang
pernah Kalian tahu.

Perhatikan pula unsur-unsur
pembangun yang harus ada pada

sebuah cerita pendek ketika
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Figure 19. Content Page
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Develop

The first step at this stage is to determine the material that will be included in the media first
including the selection of additional material, animations that are in accordance with the material,
as well as determining the flow. The second step is to create the media and design the media. The
third step is to improve the media. This refinement is done by asking for validation from media
experts, design experts, and content experts.

Revisions need to be made at this stage. Like the previous development belonging to (Desy
Fajar Sari, 2020) which states that the developer makes improvements to the media that will be
produced by going through the validation stage. Media to be produced by going through the
validation stage carried out by media experts and material experts. Likewise with the
development of this Digital Scrapbook learning media. After getting assessments, comments, and
suggestions from design experts on the learning media that has been produced, product revisions
are made. Then, the Digital Scrapbook learning media began to be trialled in small group tests
and large group tests. revisions made to the Digital Scrapbook can be seen in the following table.

Table 4. Revised Digital Scrapbook Section
Section Before Revision After Revision Description

R® Kini tibslah hari kelisa. Pagi-pagi JR Yus memberi laporan, "Pak, ubRykita Ry xini tibalsh hari kelima. Pagi-pagi Tbu Yus memberi laporan, "Pak, uang kit
S irwon) 50 566 Saisc baxt et o mevcitee sk 2ou K vt S _T. tinggal 20.000. Kalau hari ini kita menyediaksn makanan lagi untuk anak-anak
g0 tetanana, besok kit sudah tak pénya vang. Belum tentu anti sore Bapek BIsEY Ty tetangoa, besok kita sudan tak punya uang. Belum tentu nanti sore Bapak bisa .
% retaut 1 rotst - Confetti
g Pok Yus terdiam sejensk.|S6sck tububnya yang hitam kukuh melangkeh ke luar | e sejenak. Sosok tubuhnya yang hitam kukuh melangkah ke luar
:I‘. rumah, memandang ke arsfl parcai dan memandasg ke langit. Num jauh di sana 1: rimoh, esmndeng ke arsh pantal.den, messndang ke’ largit. Mon) foih i aca .
L sequmpal awar hitan menjanjikan cuace buruk nanti petang ) segunpal awan hitam menjanjikan cuaca buruk nanti petang Sthker
F° Kemudian, 1a masuk X rGmsh dan berkata mantap, “Ib'perai saja ke pasar dan | s e s Rl ran ol o SR
C A® berbelanja. Seperts Kemsrin, ajak anak-anak letanfga makan. Urusan besck berbelanja. Seperti kemarin, ajak anak-anak tetangga makan. Urusan besok 1
ontent * N o i cotcont® o o Gt oo element
9 1bu Yus pergi ke dapur dafenywbil keranjeg pasar. Seperti biasa, fa patuh 2 1bu Yus pergi ke dapur dan mengambil keranjang pasar. Seperti biasa, ia patuh
F° Pada perintah suaninya Selamanin: ©= lus/sanggup mengatasi kesulitan apa 'Y’ pada perintah suaminya. Selama ini Pak Yus sanggup mengatasi kesulitan apa removed
=3 pun. Sementara ity Fak Yus-samukke-konss den-berdoa. 1a mohon agar Tunan 29 pun. Somentara itu Pak Yus masuk ko kamar dan berdoa. 1a mohon agar Tuhan
®  memberikan cuaca yang baik nanti petang dan malan. Dengan denikian para }. memberikan cuaca yang baik nanti petang dan malam. Dengan demikian para
40 relayan bisa pergi ke laut menangkdp jkan dan besok ada cukup makanan untuk nelayan bisa pergi ke laut menangkap lkan dan besok ada cukup makanan untuk
) seisi desa 5

seisi desa
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ne oo
3. et B v i e s, s e e e )
$ o e usm s i m iy e it neeit selesai, nereka menyalami Pak dan Bu Yus lalu mengucapken terima kasih. Confettl
B — i ' - yan o e — “Pak Yus, apakah besok kami boleh makan di sini lagi?" secrang gadis kecil
pptYene nenoeerions adimye e ; 2 " I yang menggendong adiknya bertanya. Matanya yang besar hitam memandang penuh .
Ty 150 Yus tersenyumsesin. 1a tak tans haris mnjomb ooa. Tapi dengan $ T e R e sticker
1.-3"*3? dengon Suncanya yong besar n berot, Pk Tus berkata, “Fidek Titi, $mw, dengan suaranya yang besar dsn berat Pak Yus berkata, “Tidsk Titi,
Content s e i G L kan nakan ensk di rusanys besok kamy makan di russhau dan semus anak ini akan makan enak di rumahnya element
2 1iti Gan adiknys tersemun. Her Sl s T B e e
L e removed
e
' [ \.
Kirakirs jam eapat perang™aiBus ke luaf fusah dan memandang ke pantai. Kira-kira jom enpat petang Pak Yus ke luar rusah dan memandang ke pantal.
7> Laut tenang, aqm-;wmi-l&-d-nwmnmn_mk Laut tenang, mnnmmmxm(mmmmmm‘m_ Sha e
ringan. qu-l—nnlt. T | buruk ringan. Segumpal awan hitam yang cuaca buruk p
g por- sticker
Malam itu, Pok Yus dan pars Letanggany
Content element
removed
Confetti
sticker
Learning element
Objectives removed
.
Implementation

As in the previous development of (Fip & Negeri, 2018), limited trials were conducted to
determine the response to the use of media through effectiveness instruments, test scores, and
practicality instruments. Then, the same with this development, the first goal is to make it easier
for students to achieve predetermined learning objectives with attractive learning media. The
second objective is how Digital Scrapbook becomes a problem-solving tool for problems faced by
students in the learning process, especially in the digital era. The third objective is to determine
the learning outcomes of students after learning with Digital Scrapbook media.

The implementation stage is directly using digital scrapbook learning media in learning short
story text writing material. Some of the objectives of this implementation stage include: 1) making
it easier for students to achieve the specified learning objectives with attractive learning media;
2) being a problem-solving tool for problems faced by students in the learning process, especially
in the digital era; 3) improving student learning outcomes.

Table 5. Trial Implementation

Small Class Trial Large Class Trial
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Evaluation
Table 6. Expert Validation Result
Result Sum of Score Maximal Score Percentage Eligibility
Description
Design Expert 64 75 85,3 feasible
Validation Result
Media Expert 56 60 93 very feasible
Validation Results
Content Expert 64 70 91,4 very feasible
Validation Results
Small Group Test 68 75 93 very feasible
Questionnaire
Results
Large Group Test 73 75 98 very feasible
Questionnaire
Results
Learner Response 73 75 98 very feasible
Results
Learner Outcomes 2934 3300 88,9 very effective

The results of the assessment by media experts were 93%. So it can be concluded that the
feasibility of Digital Scrapbook learning media on the material of writing short story text is
included in the "Very Feasible" category. The results of the assessment by design experts were
85.3%. So it can be concluded that the feasibility of Digital Scrapbook learning media on short
story text writing material is included in the "Appropriate" category. The results of the assessment
by content experts were 91.4%. So it can be concluded that the feasibility of Digital Scrapbook
learning media on short story text writing material is included in the "Very Feasible" category.

The results of the small group test assessment were 93%. So it can be concluded that the
feasibility of Digital Scrapbook learning media on short story text writing material is included in
the "Very Feasible" category. The results of the large group test assessment were 98%. So it can
be concluded that the feasibility of Digital Scrapbook learning media on short story text writing
material is included in the "Very Feasible" category.

The results of students' responses were 98%. So it can be concluded that the feasibility of
Digital Scrapbook learning media on short story text writing material is included in the "Very
Feasible" category. The learning outcomes of students were 88.91%. So it can be concluded that
the feasibility of Digital Scrapbook learning media on short story text writing material is included
in the "Highly Effective" category.

From these results, it can be concluded that the Digital Scrapbook media that has been
developed is very feasible and efective to use in learning Indonesian language material on writing
short story texts. After being declared very feasible, this learning media was implemented in
grade XI Indonesian language learning at SMK Negeri 1 Probolinggo. Implementation is carried
out on all students and get an average evaluation score of 88,91 which means it has reached the
Indonesian language KKM. So from the data it is concluded that Digital Scrapbook media can
support Indonesian language learning and facilitate the material of writing short story texts that
have been delivered.

CONCLUSION

Based on the results of this assessment, it means that the development of Digital Scrapbook
learning media on writing short story text material for class XI MP 1 SMK Negeri 1 Probolinggo
is very feasible to be used in Indonesian language teaching material on writing short story text.
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This is evidenced by several validations that resulted in a percentage achievement above 85%,
which means it is in the feasible to very feasible category.
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